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The Meghtmare: 


It was only a moment, a mere fraction of a second between what the world was and what it is today. 
Fear had always been ever present in a myriad of forms, feeding on our anxiety; our terror its sustenance. 
But now, its.all that there is; holding us captive for an eternity.in a world that hones in on our insecurities 
and twists them into-a. unending nightmare. 


The Survivors: 


By mere chance or the ironic twist of fate,_people like you, those who were once marked by fear in the world before 
have the ability to walk-through the barren wastelands; to enter the multitudinous domains. commanded by the avatars of fear, 
to face the horrors that lie within, and leave, often not the same person who entered once. 


The (F Uture 


What the fears desire of you, the survivors, is a mystery unsolved. 
Why were you spared while the rest suffer? What is your destiny? 
Is it fo save the people who are being tortured? 
Or is it to roam the wastelands for eternity to come? 
Maybe this is just the beginning of your path to become an avatar of fear. 
The story.is yours to tell... 
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CHARACTER CREATION 


In a world ruled by fear, only the Marked are free to roam the lands 
whilst the rest are tortured for eternity within thousands of domains 
of terror scattered all around the world each governed by a Avatar of 
fear, Phobos requires atleast two players, where one takes the role of 
the Storyteller and the others play as a ‘Marked’ character. The 
Marked have to learn how to navigate this realm of nightmares and 
figure out what they wish to do with the opportunity their past trauma 
has given them in the new world disorder. 


A Marked person is characterised by three stats: BODY, MIND and 
SCARS. 


BODY refers to ones physical strength and constitution. 
MIND refers to ones intellect and social skills. 
SCARS represent ones past experience with the fears. 


€ach player starts with 8 attribute points that one is free to distrubute 
in any way between BODY, MIND and STAGE | SCARS, however 
each stat must have atleast one point. Players are not allowed to start 
with STAGE II (or higher) SCAR in any Sphere. €ach player must also 
decide a name for their character and one major personal goal that the 
player's character wishes to achieve in the realm of nightmares. 


Hew T® USE Y@UR STATS 


Phobos uses a unique D6M system which combines the concept of 
dice pools and Sphere-specific moves. Most tasks that can be done by 
anormal human do not need a skill check however within the domains 
governed by avatars of fear even simple things can become compli- 
cated and require active effort. To resolve any such conflict, first 
determine if it is a physical task or a mental task. Then, determine the 
Sphere of fear that is relevant to the current surroundings. If there are 
multiple Spheres that are relevant, choose a primary Sphere and add 
I dice if you have a scar in any of the other relevant Spheres. 


D6 pool = BODY (if physical task)/ MIND (if mental task) + 
SCARS (for the relevant Spheres) 


Once you have your dice pool go ahead, roll your D6s and count the 
number of 6s. If you rolled atleast one 6, you succeed in the task. Most 
tasks require one success, however, a particularly risky task may 
require more that one success and is left to the storyteller's discretion. 
However, if you fail your check, things are not over yet. You can 
choose to push through your limits and reroll your dice that rolled less 
than six at the cost of a permanent | point reduction of your relevant 
BODY or MIND stat. 


HOW T® PLAY 


THE Ce@st @F FAILURE 


Failing a skill check always comes with its consequences. When a 
player fails a check for a particular Sphere, the horrors that control 
that Sphere push back against the characters’ interference with the 
reality they control. This results in a one point increase in the stage of 
the SCAR associated with that Sphere. If the player utlized their 
SCARS across multiple relevant Spheres, the player takes a stage 
increase for each of the Spheres. 


Nevertheless, the human body can only take so much. Ifa player takes 
a STAGE IV SCAR in any domain, they ascend to an existence that is 
no longer human, thus becoming an instrument of fear—an avatar. At 
this point the character becomes unplayable and can become a part of 
the story as a non-player character with their own domain that they 
govern, The player can then quickly make a new character and join the 
game as a another survivor. Prioritize inclusion over realism. 


OPTIONAL RULE: Similar to ascension as an Avatar, if a player is 
gains atleast a STAGE I SCAR in each of the Spheres, they become a 
channel for the Fears to further invade into reality, destroying the 
characters’ physical body in the process. When this happens, the 
player becomes the new Storyteller and the current Storyteller has to 
create a new character and the story continues. 


UsinG MMleves 


As your scars increase innumber, so does the influence of the fears on 
your existence within the realm of nightmares. With every scar, you 
inch closer and closer to becoming an instrument of the eldritch 
horrors. However, that comes with its own costs and benefits. As you 
progress through the four stages of ascension for each Sphere of fear 
you gain special abilities that you can attempt to use once per scene 
(unless mentioned otherwise). These moves allow you twist reality to 
your own ends and are described under the Fear Playbook later in the 
booklet. All active effects are resolved using a d6 dice pool of 4 + 
SCARS under the relevant Sphere. Moves that cause damage can 
reduce either BODY/MIND stats or a combination, depending on the 
effect. Moves can also be pushed through the limits at the cost of a 
permanent 1 point reduction of both your BODY and MIND stats. 


TAKING DAMAGE 


Characters can take or inflict physical or mental damage using either 
moves or skill checks. The target suffers a permanent | point reduction 
in either the BODY or MIND stat. If either stat reaches 0, the charac- 


ter dies or becomes insane. AA player can then create a new character. 


GL@SSARY OF TERMS 


FEARS : fear, Terror, Horror; they are more than mere human 
emotions. These are unearthly entities that existed since before the 
beginning of time just outside the reach of our world, until the day 
someone opened the door unleashing them upon our world. 


SPHERE : FEARS exist in many forms. It is believed that there are 15 
different FEARS, each characterized by the SPHERE of terror they 
symbolize and embody. 


REALM OF NIGHTMARES : The world that remains after the FEARS 
invaded our reality is a barren wasteland connecting thousands of 
pocket dimensions or DOMAINs within which people are tortured 
with their worst nighmares. This realm is a caricature of the physical 
reality of the world before where the geographical features of the past 
still exist but time and distance do not mean the same in the past. 


MARKED : In the past before the FEARS invaded our reality, these 
eldritch horrors used to exist at the boundaries of our world preying 
upon those who delved too close to them, leaving a permanent SCAR 
on their body and/or mind in the form of physical mark or mental 
trauma. When the world as we knew it came to an end, only such 


people retained some control over their reality and thus becamed the 
MARKED. 


AVATAR : Inanimate objects or once—human entities that succumbed 
to the corrupting influences of the fears losing their previous identities 
became its instruments in the REALM OF NIGHTMARES, each in 
control of their own DOMAINS. 


DOMAIN : A pocket dimension governed by an AVATAR where they 
have a great deqree of control over the reality. It can vary widely in 
size and have have any physical form. 


SCAR : A permanent physical or mental mark that has been left ona 
person who has been preyed upon by one of the FEARS. SCARS also 
twist the reality around the MARKED in various ways often allowing 
them to use it to their benefit. 


STAGES OF ASCENSION : As one gains multiple SCARS in the same 
SPHERE of fear, they progress through the STAGES of the corrup- 
tion of reality around them under the influence of that particular 
SPHERE. When a character gains more than three SCARS in the 
same SPHERE, they ascend to become an AVATAR. 


MOVES : Active or Passive abilities or effects gained by those who 
are MARKED as a result of the degradation of the fabric of reality 
under the influence of the FEARS. €ach new SCAR gives the charac— 
ter access to new abilities often at a cost. 
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PS AND BLEEDS AND DIES! C 


WHAT IS YOUR AIM? WHAT IS YOUR AIM? WHAT IS YOUR AIM? WHAT IS Y 


WHAT IS YOUR NAME? WHAT IS YOUR NAME? WHAT IS YOUR NAME? WHAT 
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THE 


I Sight: 
Il Compel: 


Ill Feed : 


THE 


I Strings: 
Il Tied up: 


Ill Puppet: 


THE 


| Hold: 
II Trap: 


Ill Choke: 


THE 


I Hide: 
II Shift: 


Ill Forget : 


THE 


1 Rot: 
II Infest: 


Ill Decay: 


fear of being watched, followed, 
FY exposed, uncontrollable desire to know 
You can attempt to just know the answer to any 
factual question but it causes intense headaches. 
You grow multiple eyes with which you can compel 
any being to tell you any one thing you ask them to. 


You are always hungry and never sated but your 
your gaze can hurt any being. (3 pt damage) 


Fear of being Manipulated, Trapped 
WE with ne Control, Forced against will 
You can't help but interfere in others’ plans and 
you can try to control the outcome of a choice. 
Your words can never be fully true nor false 
and they can be used to limit other's options. 


You are easily obsessed with others however 
you can take full control of their bodies. 


BURIE 


You always leave a trail of freshly dug dirt but 
you can turn any small area to quicksand. 

You cannot stand any open spaces and any door 
or opening you close remains so for a while. 
Your voice turns meek trapped inside however 
you can steal another's breath. (3 pt damage) 


STRANGE 


Your feelings become alien to you but you gain 
the ability to hide in plain sight. 

You lose all physical sensation but you can 
change how you appear to one other person. 
Your cannot be remembered by others but you 
can also take away any or all their memories. 


CORRUPT IO 


The smell of decomposing flesh is always near 
and any non-sentient item you touch start to rot. 
Swarms of pests follows you around but you can 
command them to infest any area. 

Your body rapidly rots but you can steal life from 
others fo recompose your flesh. (3pt damage) 


Fear of being Trapped, Drowning, 
Suffeeating, Claustrophebia 


Fear of the Unknown, 
Uneanny, Unfamilar 


Fear of Ret, Filth 
Decay, the Disgusting 


FEAR PLAYB®OKS 


~L_ 


dQ 


THE SLAUGHTE 


THE FIEC} fear of being jest animated meat, 
a mass of flesh and bones 
IContort: Your joints become free of all constraints and 
you can twist yourself out of any restraints. 
I Change: Your body becomes fluid and malleable and you 
can modify your appearance temporarily. 


Il] Convert: Every living thing you touch turns into formless 
flesh even other people. (3pt damage) 


THE HUN 


1Seek: — Youare always in search of new prey and you 
have the ability to find things others cannot. 

I Stalk: You are desperate in your chase for the prey 
and you can just know where they are. 

I Hunt: — If your prey is close, you cannot resist going for 
the kill and your body faciliates it (8pt damage) 


Fear of being chased, hunted or 


preyed like an animal 


fear of meaningless 


unpredictable vielence 


I Sway: Peace makes you anxious but you find that 
people are prone to rage around you. 

I] Push: Your voice inflicts violent desires however 
sometimes you can choose where it is directed. 

Ill Drive: _ If anyone touches you, they must kill someone 
within the scene or be driven insane. (3pt damage) 


THE DESOLATION cnn 
senseless destruction 
IHurt: People feel a sense of loss around you and your 
touch can trigger intense heartache temporarily. 
I Destroy: Objects you touch randomly burst into flames but 
offen you can control whether or not it happens. 


I Burn: — €verything around you is unbrearably hot and 
touching you will burn anyone alive. (3pt damage) 


THE EXTINCTION oor 
Lon change, twisted future 
]Unnerve: You grasp the scale of change in the new world and 

by revealing it you can demotivate others. 


Ilfaze:  Youare always aware of the worst case scenario with 


which you can stun anyone into inaction temporarily, 


Il] Break: Reality around you changes drastically against others’ 


expectations and it can cause insanity. (pt damage) 


fear of the unstoppable, unmoving truth 
of life that is death 


THE EN 


Deny: You realize the depressing steady crawl of death 
and small living creatures grow old around you. 

I Mourn: You find it hard to find enjoyment in anything and 
living things you touch start to wither and die. 

Ill Accept: You lose any sense of self-preservation and you 
bring salvation in the form of death (8pt damage) 


TH DARK fear of the dark and what lies 

F hidden beyond ones” sight 

I Conceal: You find it uncomfortable in bright places but 
when in shadows you cannot be detected. 

I Blind: Your vision only works well in the darl but you 
can vision from other's eyes temporarily. 


I €ngulf: Going into direct light burns you, but you can 
summon darkness fo engulf all light in an area. 


Fear of the heights, falling, open 
THE VAS spaces, deep water and space, 
I Vertigo: You always feel a drive to climb higher and your 
touch can cause a feeling of nausea and vertigo. 
I Shrink: You feel suffocated in closed spaces and you can 
trigger hallucinations of becoming insignifant. 


Il Void: You can traps others ina endless void however 
trapping you ina closed space drives you insane. 


THE JONE) 


I Ponder: You find it hard to talk to others and talking to you 
can trigger a deep seated loneliness in others. 

Isolate: Spending time in groups stresses your sanity and 
you can make others feel the same way. 

Il Fade: You cannot see the faces of others and interacting 
with them can make the world forget them. 


THE SPIRA 


ILies: You find it hard to tell the truth however your lies 
can convince even the strongest skeptics. 

Il Distort: Your actions and speech are distorted beyond 
recognition and you can create simple illusions. 

III Insanity: Your perception of reality is twisted however you 
can create complex hallucination. (8pt damage) 


Fear of being isolated and losing 


connection with others. 


fear of madness, deception, lies, 


hallucination, manipulation. 
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How Te RUN PH@BOS 


Phobos has been-designed to be flexible in terms of the kind of story 
one would-like to tell/A Storyteller can use this system fo run a 
story=based campaign inspired by the events of The Magnus Archives 
podcast or take the fate of the world\in a completely new direction. 
Alternatively/Phobos can be played as apost-apocalyptic open world 
exploration RPG where the players can attempt to find ways to cope 
with the rules of the new world and struggle to survive. While body 
and psychological horror are the overarching themes, you are free to 
interpret the setting in any way that you desire. 


The Storyteller can use the roll tables on the rightto_help randomly 
generate new.domains and avatars for the realm of nightmares. The 
table-is not exhaustive and is meant only as a quide for the possibilities 
Phobos can hold. d66 refers to'rolling 2d6 and’reading the numbers. 


CREATING, N®RGS 


For creating a MARKED, non-player character, follow<the)same 
process as creating a player character, You can vary the SCARS stat 
to modify the difficulty level of any encounters. NPCs who are not 
MARKED only have the BODY and MIND stats. 


For creating a living AVATAR, determine the BODY and MIND stats 
same as a player characters butassign.a. STAGE IV SCAR for atleast 
one of the SPHERES, which gives them total control over twisting 
reality n their DOMAIN.within the limits of their SPHERE, Outside 
their DOMAIN, their actions aretimited to skill checks and the use of 
moves available in the relevant SPHERE. 


For creating non-living AVATARS, the BODY and MIND stats are 
replaced by a single stat RESISTANCE which'can be damaged. They 
are otherwise identical to living AVATARs. 


TABLE @F DifFFICUsTS 


Dice Pool'Size Success Probability / SuccessProbability 
(without Pushing) (with Pushing) 
16.7% 30.6% 
30.6% 51,7% 
42.2% 66.5% 
51.8% 76.7% 
59.8% 83.9% 
66.5% 88.8% 
72.1% 92.2% 
76.7% 94.6% 
80.6% 96.2% 


wWOonNnanh wow 


DIES! COME TO US. | OPEN THE DOOR. YOU WHO WATCH AND KNOW AND UNDERSM\ND NONE. YOUNYHO LISTEN AND HEAR AND WILL NOT CQa#ffREHEND. YOU WHO WAIT AND WAIT AND DRINK IN ALL THAT IS NOT YOURS BY RIGHT 


FORTHE STORYTELLER 


RANDem DemAINS 


Descriptor 


Abandoned 
Destroyed 
Distorted 
€ndless 
Dark 
Underwater 


Disgusting 
Fleshy 
Desolate 
Burning 
Noisy 
Bloody 


Underground 
Upside-down 
Suffocating 
Foul-smelling 
Barren 
Radioactive 


Lifeless 

Empty 

Twisting 

Humid 

Heavily Surveilled 


Gigantic 
Miniscule 
Infested 

Vertigo Inducing 
Rotting 
Repeating 
Crowded 


Foggy 
Humid 


Frozen 
Buried 
Dry 
Silent 


Location 


Library 
Train Station 
Tunnel 
Cemetary 
Corridor 
Apartment 


Room 

Mortuary 
Construction Site 
Stage 

Cliff 

Theatre 


Void 
Chamber 
Bathroom 
Sky 
Suburb 
City Block 


Apartment 
Woods 
Bedroom 
Shopping Mall 
Wasteland 


Party 
Landfill 
Kitchen 
Mountain 
Ocean 
Desert 
Glacier 


Circus 
Swamp 
Slum 
Flatland 
Office 
Road 


COME TO US IN YC 


RANDem 


Threat 


That reveals all your secrets 
That takes over your body 
Where you cannot breathe 
Where there are no faces 
That is filled with worms 
That is made of meat 


Where you are the prey 

That dives you to violence 
Where your loved ones lie dead 
Where nothing is left 

Where your body is lifeless 
That swallows all light 


Where everything is too far 
Where'no one recognises you 
Where nothing is real 

Where you are‘never alone 
Where-everyone plays a role 
Where everything is too clase 


That is familiar but out of reach 
That swallows you-in flith 

Where bodies are strangely twisted 
Where you are constantly chased 
That is bathed in senseless violence 


That destroys everthing good 
Where all hope in humanity is lost 
That is covered with corpses 
Where something lurks out of sight 
Where existence is meaningless 
Where no one cares for you 
Where everything is a hallucination 


Where all things decay and rot 
That dismembers all things living 
That takes away all sense of reason 
That never ends 

Where your body changes shape 
That is always too crowded 


Object/Entity 


Book 

Man 
Television 
Wild Beast 
Machine 
Meat 


Switch 
Woman 
Pet Animal 
Table 

Sofa 
Worker 


Toolbox 
Car 

Phone 

Gun 
Plastic Bag 
Shoes 


Bird 
Lighter 
Sword 
Salesman 
Door 


Window 
Lamp 
Computer 
Pen 


Instrument 
Bonesaw 
Musician 
Box 


JMR WHOLENESS. COME TO US IN YOUR PERFECTION, BRIN_ 


AVATARS 


Descriptor 


Records you secretly 
Manipulates into doing bad things 
Drowns you 

Fakes its appearance 

Rots everything around it 

Beats like a heart 


Stalk you just out of sight 

Makes people unusually violent 
Destroys everything it touches 
Makes an object cease to exist 

Kills anyone who touches it 
Surrounded by a sphere of darkness 


Teleports people to a vast void 
Isolates individuals from others 
Triggers strange hallucination 
Wants to know everything about you 
Traps you into powerlessness 
Triggers intense claustrophobia 


Familiar but unrecognizeable 
Infests everything 

Bloody and made of raw flesh 
Wants to eat you 

Demands blood-sacrifices 


Feeds on-your feeling of loss 

Shows you the futility of the future 
Brings you close to death 

Lurks in the shadows 

Looks down on the world from above 
Makes you forget your friends 
Twisted beyond recognition 


Covered in worms and dirt 

Makes everyone look like living flesh 
Watches you suffer‘in silence 

Create endless loop of pain and death 
Takes an unearthy form to chase you 
Drags you into an infinite dark hole 
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